One of the best ways to teach something to children to learn something is to use computer technology, especially educational computer games [4] . It is important to notice the benefits that educational video games can add to the learning process of children; video games attract contributions by individuals, take into account requirements of every personality, are fun and bring inspiration to participants and possess other important attributes. [4] . There is evidence that children are able to gain many useful skills with the help of computer games [4] , [5] .
A successful solution to the above problem is an educational system for diabetic children. To extend performance capabilities Internet can be used. The Internet provides a promising arena for children with chronic diseases, where they can find friends, increase knowledge and take pieces of advice from other people who have such disease [4] . Therefore educational diabetic games will be more effective as an online application, which is a part of a social network.
An interview was conducted to establish the structure of the game. A conception of an educational system for diabetic children has been developed according to the interview results. On the basis of the latter conception it was necessary to start developing a scenario of the game and elaborate its plot.
The plot of the game consists of step-by-step accomplishments of different tasks. The user is transferred to a new task when the previous one is completed successfully. Active learning stimulates the child to absorb information through careful task accomplishment. After completion of every task, statistics of the game along with the overall score are displayed on the screen. If the result is positive, the player may proceed to the next level. If not, it is necessary to repeat the task again. The player is assisted by the main character, which is a fox called "Foxy" while proceeding from one level to another. The main character is diabetic and thus needs insulin injections.
The first game called "Catch good food". The plot of the game is the following: "Foxy" moves on a horizontal plane (from right to left and back) in the bottom of the screen, trying to catch products that fall out of a refrigerator. Products fall to the bottom from random places at random times. In addition, there are two product categories. The first category is represented with so-called "good" products, which are allowed for a diabetic diet. The second category is "bad" products that are not recommended for consumption by diabetic people, but are very often eaten by healthy children and adults. After a certain amount of products has fallen out, the game is over. The score is calculated in the following manner: when the Fox catches "good" food, the gamer scores, whereas when it catches "bad" food the scores are lost. In the end of the game percentage of caught "good" food is displayed, thus showing if the task is completed or not. The second game is "Quiz". It consists of a variety of test questions. The questions included were provided by Facebook users concerned with problems of children diabetes [6] . After the task completion the number of correct answers and final scores are displayed on the screen. After the completion of the "Quiz" parents are able to see what aspects are learned by their child and what needs improvement.
Further work might include presenting various types of tasks that aim to teach kids to take care of themselves. At the same time, tasks could be educating games for children of pre-school and elementary school age. Consequently, an educational system for diabetic children ought to present complex tasks and statistical information, which are bound together with the help of intermediary sections. Such sections bring cohesion to the system, which makes it most suitable for usage.
Testing is the most common and effective tool to examine a product. It contributes to maintaining it on a decent level [7] . The testing group consisted of 11 participants, mostly elementary school pupils and their parents. Six people from the participants were diabetic children from elementary school consisting of three boys and three girls. Five people were women in age between 35 and 40 who were mothers of children who took part in the research. Participants were offered one version of the system, and they were told the goals of the research. Participants were to use the game during 10 days and then report the feedback to the programmers. We received a generally positive feedback from all of the participants. For instance: "Children liked Foxy and enjoyed the game. After playing they started to eat a lot of fruits. It is great for them. I found the main hero funny and he caught food with great relish. Thank you." Maria, Moscow.
The idea of teaching children to do something through a computer game is not new [4] , [5] , [8] , [9] . Related works offer children to play game, which needs to be installed on the computer, and includes a certain scenario. It expects a long game process from a user.
The educational system for diabetic children introduced in this paper consists of different small arcade games [10] . A great benefit to this system is the interface that is easy to understand. It is equally easy to both use and learn how to use it in the first place. A user who will be playing can easily reach all the things that he/she needs. The conceptual model of the system is thus optimized for young users. It was developed to be as simple as possible and the aim was to develop an interesting and engrossing game, yet young users should not be turned away by its complexity. The program is effective because it has enough information and provides the user with all he/she needs from it.
One of the limitations of the games made before is that they are oriented toward sugar diabetes. But "Educational system for diabetic people" can be used as a framework for educational systems for different people. The orientation of the games can be towards different illnesses. The system can be used as an educational system for teaching children about healthy food. To look through related work we can find that the games "Packy & Marlon" and "Captain Novolin" [4] , [5] , [8] , [9] are oriented directly at diabetes and cannot be changed to reach another goals.
The prototype of the educational system turned out to be easy to understand and use for children. A child improves skills and learns new information about diabetes, which is proved (or at least indicated) by the research. All of this knowledge and requirements are contributing to improvement, easier adaptation to the conditions of living with chronic disease and making children's lives more comfortable.
Usability testing showed that users were satisfied with playing the game and they liked the concept and were involved in the game process. That means that users are interested in such a system and are ready to use it.
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